high rolling 


pressun press 


l. introduction 


Public Domain Role-Playing Game explained. 


2. agency 


Players are in total control of their characters, A 
High Roller’s duty is to create adversity for char- 
acters to overcome by asking questions. The 
most basic of these questions is: "What would 
you do if...?" Give players enough detail about 
the setting and the situation to make informed an- 
swers. In any scenario! involving a character, ask 
the player what happened instead of telling the 
player what happened. 


3. traits 


Examples included in Public Domain Role-Play- 
ing Game are suggestions. Any trait can be used 
and any noun’ can be represented by traits. 


4. dice 


With no inherent meaning, storytellers wield 
chance to create meaning. Probability creates and 
predicts situations with real stakes. Arrays with 
higher averages? generally roll higher than lower 
averages. Adding dice with lower maximum rolls 
increase the average of an array and keep rolls 
closer to the average. Using dice with higher 
maximum rolls increase the variety“ rolls. 


4.1. arrays 


Fifteen of forty-three provided dice combinations 
are possible with two sets of polyhedral dice. 
Players have arrays of higher means than the High 
Roller. Accompany every die used with narrative 
description. 


! Including when a character takes damage 
? groups, vehicles, and objects 
3 mean 


4 deviation 


high roller arrays 


array mean | deviation 
d20 d20 21 8.15 
d20 d12 d8 21.5 7.10 
d20 d12 d4 d4 22 6.90 
d20 d10 d10 21.50 7.05 
d20 d10 d6 d4 22 6.76 
d20 d8 d8 d4 22 6.71 
d20 d8 d6 d6 22 6.66 
d20 d6 d6 d4 d4 22.50 6.45 
d12 d12 d10 d6 22 5.92 
d12 d10 d10 d8 22 5.80 
d10 d10 d10 d10 22 5.74 
d10 d10 d10 d6 d4 22.50 5.36 
d10 d10 d8 d8 d4 22.50 5.32 
d10 d8 d8 d6 d4 d4 23 4.92 


player arrays 


array mean | deviation 
d20 d20 21 8.15 
d20 d4 d4 d4 d4 d4 23 6.28 
d12 d12 d12 d4 23.50 5.98 
d12 d4 d4 d4 d4 d4 d4 d4 24 4.55 
d10 d10 d10 d10 22 5.74 
d10 d6 d4 d4 d4 d4 d4 d4 24 4.32 
d8 d8 d8 d8 d8 22.50 5.12 
d8 d4 d4 d4 d4 d4 d4 d4 d4 24.50 3.91 
d6 d6 d6 d6 d6 d6 d4 23.50 4.33 
d6 d6 d4 d4 d4 d4 d4 d4 d4 24.50 3.82 
d4 d4 d4 d4 d4 d4 d4 d4 d4 d4 25 3.54 


4.2. modifiers 


Public Domain Role-Playing Game is balanced 
without formal modifiers. Both sides adding 
numbers to their rolls is unneeded arithmetic 
which adds nothing creatively. Being forced to 
consult a character sheet after rolling slows the 
game down. Dice themselves are informal modi- 
fiers since none can roll under a one. 


5. conflict 


Public Domain Role-Playing Game functions 
without formal turn order and initiative. Turn or- 
ders in a role-playing game condemn all to play- 
ing a fraction of the time, pressure players to per- 
form, and frustrate impatient players. 


All characters must take one action? before 
anyone may take another. Whoever rolls highest 
may declare their next action before anyone else. 


Anything non-trivial can be represented as 
a conflict and anything sensible can be used 
within a conflict. 


One d10 per level of difficulty may be used 
instead of set threshold. 


difficulty | threshold | dice 
Easy 1-10 1d10 
Tricky 11-20 2d10 
Hard 21-30 3d10 
Wicked 31-40 4d10 

5.1. damage 


Mortals can receive a maximum of forty damage 
whereas the most powerful thing conceivable has 
a maximum of one thousand six-hundred. Strong 
targets and groups may be built from multiple 
parts at mortal® scale. 


Inflicted damage may be transferred into 
wielded items instead of a character. 


A threshold equal to the damage of the 
most damaged allied character involved in a con- 
flict must be rolled over to succeed. Conflict is 
failed if roll is under damage threshold, even if it 
is higher than the opposition. Players must coor- 
dinate who is the most damaged before rolling. 


Alternatively, something may have a dice 
pool and lose one die each time a conflict is lost. 


Retreat or a change in tactics may happen 
at set thresholds of damage. 


Upon rolling a tie, the players and High 
Roller may decide for both parties to take damage 
instead of no change to the situation. 


5.1.1. breakage 


An item breaking may inflict full damage to the 
wielder, inflict reduced damage based on remain- 
ing damage, or inflict no damage to the wielder. 
Use former rule for high stakes. 


5 Players may pass and concede their action 


6 40 damage maximum 


5.2. collaboration 


Creativity with traits and items allow characters to 
use more of them in conflict rolls. Players gamble 
damage to their characters and items equal to the 
maximum they can roll. Independent characters 
are vulnerable when losing conflicts since no 
damage is split. Management of player resources 
is the core of all strategies. 


Non-violent actions may contribute to total 
damage for creating situations to inflict damage. 


Those good at mental arithmetic may help 
others who are not since all numbers are on the 
table and not in character sheets. 


5.3. failure 


Success and failure do not need to be a binary. 
By setting a threshold, a number is set for a "flaw- 
less" success. If a roll is under threshold, the 
High Roller may offer a player to succeed in their 
action but take damage equal to their roll. 


5.4. chase 


Any trait or item may be used, if sensible. A sin- 
gle conflict may represent a chase or expanded 
into multiple conflicts. Instead of measurement, 
abstract distances of "close" to "distant" prioritize 
context over mechanics. 


Distance threshold may be done as a tug-of- 
war between the High Roller and players, each 
adding or subtracting to it. 


Alternatively, High Roller and players may 
have separate distance thresholds affected equal to 
each individual player’s roll. 


6. progression 


Characters become more versatile with traits and 
items as they use them. As dice pools grow, char- 
acters may invest more of themselves in specific 
actions without using multiple traits and items. 


6.1. notches 


Notches represent a character’s experience within 
the world. Characters gain experience through 
surviving adversity. Spending notches represent 
past experiences affecting future outcomes. 


7. items 


Any object can be incorporated in Public Domain 
Role-Playing Game if the maximum of forty is re- 
spected. Spending notches earned on an item can 
be used as a mechanic for special abilities. 


8. modules 


Share modules without restriction on use, deriva- 
tives, and distribution. Assume printing to paper 
as the default and design accordingly. Modules 
should be no longer than they need to be and lim- 
ited in scope to doing a specific thing well. 


9, effects 


Aspects’ traits and items may affect. 


9.1. charge 


More effective if multiple actions are spent charg- 
ing. 


9.2. compel 


Offer notches to make specific actions enticing. 


9.3. consumption 


Item breaks or is consumed upon use. 


9.4. constant 


Effect persists unless an action is used to dispel it. 


95. context 


Effect may only work in a specific context. 


9.6. damage 


Effective if no damage or a specific amount of 
damage is taken. Inflict damage upon use. 


9.7. distance threshold 


Push, pull, and teleport equal to roll. Create ob- 
stacles to prevent targets from getting closer. 
Cause target to flee. 


9.8. level 


Effect may require a specific level. Item may not 
be able to gain levels. 


9.9. range 


Effective equal to roll, maximum roll, or set dis- 
tance. 


9.10. regeneration 


Dealing damage or forgoing to allow a character 
to reduce their own damage. 


7 This is not an exhaustive list 


9.11. re-roll 


A single die may be re-rolled once per conflict in 
specific situations. The highest, lowest, or a die 
of choice may be re-rolled. 


9.12. resistance 


A specific type of damage is ineffective. An item 
damage cannot be transferred to. 


9.13. rest 


Prevent, increase or decrease effectiveness of rest. 


9.14. restraint 


Target must break restraint before acting. 


9.15. roll 
Effect may require a high roll to be used. 


9.16. senses 


Blind, deafen, or confuse a target. 


9.17. sentient 


Item functions as a character. 


9.18. summons 


Autonomous creatures, items, or effects aid with- 
out using character action. 


9.19. targeting 


Switch target to another viable target. 


9.20. weakness 


Creature cannot be permanently destroyed except 
by their specific weakness. 


10. notice 


I voluntarily dedicate this work into the Public Do- 
main to encourage new creations. 
Artists may: 
e Use this work without restriction and for any 
purpose. 
e Create copies to be shared without limit and 
for any purpose. 


e Create derivative works without restriction, 
for any purpose, and without credit. 


e Use this notice in your own work. 


